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“i am an insect that dreamed 
he was a man... but now the 
dream is over.” 
Jeff Goldblum, The Fly 






So isn’t it time you stopped dating your cheques wrongly 
and started looking forward to everything which this year 
will bring you? 

Happily, | can reveal that this is going to be YOUR year. 
After all, you’re reading this because you’re either an owner 
of, or interested in the CD32, the latest addition to the all- 
singing, all-dancing Commodore Amiga range. It has a lot of 
potential for business applications, art, design, desktop 
publishing and education. But most, if not all, will be used 
for playing kicking games. 

And why not? The CD32, with its double-speed CD drive 
and A1200-like technical specs, can do anything the 1200 
can do and do it better. Every CD is capable of holding 
oodles of multimedia information (see our feature on page 
24), which means that the games of tomorrow will make 
today’s hits look childish. Most hard disk drives, even the big 
ones, can’t compete with just one CD for storage space. 

If you’re already a proud CD32 owner, well done. We’ve 


1 t's 1994. In fact, it has been for a couple of months now. 
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BU ul 
| "A LLa 
reviewed every game we could get our hands on, to produce 
the ultimate buyer’s guide to CD32 products, starting on 
page 10. And if you’ve yet to invest in a new Amiga console, 
why not have a look at what you're missing out on? 

Finally, if you're convinced that Amiga CD! is giving you 
what you want, watch out for the next Amiga CD! magazine. 
There'll be some really hot stuff hitting the fan — sorry pan — 
including full length movies. Yes, even Startrek IV! And some 


special offers that could save you POUNDS! 
Have fun and I'll look forward to bringing you the full mag. 


Ashley Cotter-Cairns 
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lashy explosions and 
androids sink their teeth 
(all their own as well) into 
Commodore's £7m advertising 
support package for the Amiga 
CD32. Chances are that you'll 
have already laid retinas on the 
TV ad, which is a mammoth 60 
seconds long in its full uncut 
glory. 

OK, so we're not talking 
about Sega's budget here. Nor 
"can we compare the 150 
seconds of its Pirate TV ad 
either. Who's laughing when we 
compare Mega CD with CD32 
though? 

The ad features some great 
throwaway lines, such as "It's 
^ not a toy” when the younger 















































on due 


scientist goes to touch it. My 
only gripe with the ad is that it 
doesn't really focus on the 
CD32's advantage over the 
competition - where's the 
mention of 32-bit guys? 

With the all-important Xmas 
even more vital for the skint 
multinational computer 
company, Commodore's heaping 
a lot of prayers on that android's 
ability to convince punters to 
buy. So let's all hope that it 
succeeds. According to David 
Pleasance, Joint Managing 
Director of Commodore UK, it's 
"not just any old android," 
which should give it a head start 
over ordinary mutants, at least... 







ANDREW BRAYBROON'S 
200 NOT OUT 


21st Century's Pinball titles have made the company, as well as MD Andrew Braybrook, 
a fair bit of dosh. Pinball Dreams, in particular, has been converted across a massive 
range of machines. Pinball Fantasies is reviewed on page 36. 

Pinball Dreams on the PC was Mr Braybrook's 200th computer game published. 200! 
He has, though, been around since the dark and dingy days of the Sinclair ZX80, so if 
there's anyone who knows the world of computer games, it's Andrew. 

As you can see from the pic, his hairline is receding, but he still claims to have his 
- m-- OWN teeth, at least... 


COMMODORE'S 
7 HEAVEN 


in the world of CD32. 





ndroids abound again, thanks to Mirage. It’s a 
A^ which has made quite a niche for itself in 
the Amiga market, despite turning out only a few 
games per year. So CD32 fans will be happy to hear that a) 
the company has pledged full support for the new console 
and b) that the first title, Rise of the Robots, looks 
absolutely AMAZING. 
WINTER SEASON 
The game features robots pretty heavily (Mirage calls them 
cyborgs - half-human, half machine) and each one is drawn 
using a unique 3D ray tracing system. This allows ultra- 
fluent animation and graphics so impressive that your 
eyelids will fall off in shock. 
But what of gameplay? Well, underneath all of this flashy 
presentation, Rise is a Street Fighter 2 clone. That said, 
such games are much in demand at present - and SF2 has 
NO chance of touching this one on appearance. Rise should 
be available at the end of January, so you won’t have to wait 
on it much longer, price TBA. 





ILMTASTIC FOUR 















| Fantastic Four, the Ed's fave comic 
book characters, are to be 
immortalised on film. Rumour has it that 
hen Spielberg's film crew were 
L considering the job, but 
Marvel had already 
sold the option 
of the rights to 
a much smaller 
outfit. Filming 
had to 


pf j A: keep your eyes peeled for this! The 


— 


begin by New Year’s Eve 1992, a deadline 
which the crew met by only three days. 

There were lots of other restrictions on the 
film. The budget film was a miniscule $2 
million and it was shot in just 25 days, many 
of them 18-hour herculean efforts. Director 
Oley Sassone has worked on many music 
videos in the past, which have equally tight 
deadlines, so he was the perfect choice for 
the job. Critics say that his efforts have given 
the film the look of a much 
more expensive 





production: an amazing achievement, as 
much within the timescale as the budget. 

Actors Alex Hyde-White as Reed Richards 
(Mister Fantastic), Jay Underwood (Johnny 
Storm, or The Human Torch), Rebecca Staab 
(Susan Storm, The Invisible Girl) and 
Michael Bailey-Smith as Ben Grimm (with 
stuntman Carl Ciarfalio playing The Thing) 
really capture the look of the original comic 
books. We at Amiga CD! can't wait to see it. 
Thank you, Oley Sassone. 












a 

uropress Software is best known 
E: educational software, but 

before you skip onto the next 
news item, wait just one cotton-pickin' 
minute! Because the latest sponsor of 
the RAC Rally, Network Q, is about to 
hit the CD32 in a big way. 

The game features all of the courses 
from the British stages of the RAC Rally 
and there's digitised graphics to boot. 
Just when you think you've gained an 
understanding of the car of your choice - 
from a range which includes an Escort 
Cosworth and a Lancia Delta Integrale 
(tough decision there...) - the game 
throws rain, snow and gravelly roads at 
you. 

The early version we saw running 
seemed to lack a little feel, but 
judgement will as ever remain in reserve 
until the final version arrives. No release 
date or price have been revealed yet, but 
the Europress people are rallying round 
(groan), so watch this space. 


BELL- 
BOTTOMED 
FLAIRS 


ore cross-country action - in 
fact, a short journey across 
country for our postman, who 


tripped up to see Flair and returned 
with these pics of their next CD32 
releases. Being the caring, sharing 
32-bit mega-mag that we are, we 
figured you'd just rip our arm off at 
the shoulder if we failed to show you 
them. So here goes. 


EVERYBODY LOVES 
sue SURFIN' - 


The Beach Boys se Bruce Lee in 
Surf Ninjas. This is a different kind of 
arcade adventure - different because 
you get to kick the crap out of lots of 
Ninja types and their cronies. It's a 
scrolling game, instead of being in a 
fixed location like Dangerous Streets, 
while the adventure elements forbid it 
from being labelled "just another 
violent clash of friend vs foe," or 
something equally pompous. 

There's no two-player option, so if 
you're into sociable anti-social 
behaviour, stick to Dangerous Streets. 
But if you want to be mean, called 
Johnny and wear a tough grey vest, 
, this is the game for you. There is a 
plot this time, but we aren't going to 
tell you what it is. So there. 





TROLLS 
ROLLS 


ake a very popular game (Trolls) 
Te turn the lead character into a 

hare. You have Oscar. Now sign a 
deal with Commodore which means you 
won’t have to sell it yourself and 
suddenly release Trolls anyway. 

This is what's happened to Flair's 
platform best-seller and Trolls fans can 
look forward to added reasons to buy 
another Oscar lookalike: 13 CD quality 
soundtracks, cool AGA graphics from 
the A1200 version and 3D parallax 
scrolling backgrounds in 16 colours. | 
know 16 colours doesn't sound great, 
but it looks amazing. 

Worth buying after Oscar? Wait for 
the review before making up your mind. 
Don't lose any sleep over it, whatever. 


DONG OUT: 
LOVER'S 
GUIDE IN! 


ands up who's heard of 
Supervision? Well, it's a re- 
latively new software publisher, 


but it should become better known after 
its first two titles, Donk! and The 
Interactive Lover's Guide are released 
on an unsuspecting world. 

Donk! was to originally be called 
Dong, but several chainstores threat- 
ened not to stock it, so we're now faced 
with Donk the Samurai duck instead. 
This platform game can be played by 
two in split screen mode, there are the 
usual pickups to grab and secrets to 
discover. No surprises there. What will 
make a difference is the 50 frames per 
second screen update with 360 degree 


THE MIDNIGHT HOUR 
iS CLOSE AT HAND... 


hat on Earth will you do if, during an all- -night | 
session of Pinball Fantasies, your Amiga CD3 
should curl up its transistorised tootsies a 


an untimely death? 
Well, 
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panic is no longer a compulsory requirement, 
thanks to the deal struck with ICL and Commodore. ICL is 
the company who will be servicing your machine’s on-site 
home warranty. Using the ICL Connection helpline, you can 
call to log your problem 24 hours a day. 

The telephone number is 0345 coded, so the call will 
cost the same as phoning your mate down the road to tell 
























scrolling and a two-player mode. Donk! — 
will set you back £29.99. : 

The Interactive Lover's Guide gives 
Mums and Dads a real excuse to buy a 
CD32 (see our guide to Fine Whines on 
page 14). The best-selling video EVER 
for WH Smiths makes it to CD and 
features CDXL graphics, with the only 
surprise being that it happened quite so 
quickly. 

Reaction to ILG has been mixed. One 
Dutch distributor said that it was too 
staid, while some UK companies have 
thought it rather too explicit for them! It 
must be something to do with the the 
Quality of each country's red light 
districts... At £39.99, though, it's one 
for Mamas and Papas' pockets too. 
Can't wait for the full-motion video 
version to appear. 


117. No definite plans 
but aforementi 
appear, along with. 
Fields of Glory ‘al 
else we relea: 
Dutton, PR of 'Prose. 
"We haven't re 
release schedule yet, 
will probably make it o 
eventually. It's a ma 
really." If you're not 
suppose you could try 
from Ocean while you wai 


RENEGADE TO BE MOTHER OF SEVEN 


Y: might have to wait awhile for some of them, but Renegade plans to convert all o 
U 






























its major forthcoming releases onto CD32. Oddly enough, it shares a building with 
aforementioned Supervision. And there are rather a lot of games planned in the next 
few months for you to look forward to. There's no Lover's Guide, but they might screw with 
your mind. i 

The Chaos Engine, of course, has been eagerly awaited for some time now. The latest 
word is that it won't now appear until Easter, but who can tell? Blast lots of people to bits 
with shotguns, molatov cocktails and mysterious special powers. 

Uridium 2 is written by Graftgold's Andrew Braybrook, author of the original Uridium 
back in the dim and distant past of the C64. It was very well received then, for its super 
smooth, super fast scrolling and great sound FX. How will he improve it? Wait and see. 

Turrican III is the third in the series of platform game blasters. The first two appeared a . 
few years ago from Rainbow Arts, but a UK version of T3 wasn't even planned pecu. | 
in stepped Renegade to save the day. 

Elfmania looks like a beat-em-up with neat graphics. For once, a hero can be fat, as you 
can see from these screenshots. How any fighting game can compare to the c of 
Rise of the Robots is anyone's guess... 

Flight of the Amazon Queen looks like a beautiful Monkey Island-style adventure. Who' S 
man enough to fly a biplane over the jungle and rescue Faye Russel? You've got to be Joe 
King - and just pray that your cousin Wayne doesn't show up to spoil the show. 

Ruff ‘n’ Tumble is a platform adventure starring Ruff Rogers, twelve year old supremo, 
given the task of rescuing a fantasy world from the clutches of Dr Destiny. Ooh. 

Finally(!), The Sensible World of Soccer is what Sensi fans have been waiting for for 
EVER - a chance to be manager, player or both for any one of 1,500 soccer teams from 
anywhere in the world! But what of Sensi World Cup guys? NOM of Soccer won't pur 
until spring '94, so start saving those pennies now. 


him his Sega Mega CD's best use is as a dustbin simulator. 
ur reception is guaranteed to be more sympathetic, 
igh, as your problem will be passed on to a technician, 
- Will call you back at a more sociable hour - unless you 
WANT him to wake up the whole house at 3am... 

A team of 60 staff answer 500,000 calls per year and, 
despite the rather dull location of Wakefield, the ICL 
warranty contract looks like bolstering a lot of confidence 
in the buying public. The service supports the UK 
including Ireland, so never fear, wherever you are, help is 
at hand. 

























17TH HEAVE B Team 17 made a massive splash in the floppy market by producing 


consistently playable, value-for-money games. This resulted in them being 
jointly awarded the industry Software House of the Year award for 1992. 
Can they make it again on the CD32? The most disappointing Team 17 news is that the company may not do anything at all until after 
1994. "We're really holding fire until we can afford the time to make a proper job of CD32 titles,” said Martin Brown, Team 17's 
spokesman. “The budget titles are appearing shortly - we haven't come to a final decision yet. But full-price games won't be on the format 
until spring 94." Never mind. Let's forget release dates for now and dream, dream, dream of a world with... the following gems on CD. 


ALR 


fantasy shoot-em-up —— 
Take the d add sci-fi, a crapload of alien 1 sagt 
ae d lots of big guns and you V i 
epest of deep, deep space, Y 


à ‘ously 
i life from a serious 
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Breed 2 will scare 
















While this won't set as many planets on fire as AB2, 
it's nice to see what all the fuss was over the original. 
Alien Breed Special Edition should be the third 
budget game for CD32. Nine levels, many of them 
extremely tough - and truckloads of aliens guaranteed, 
or your money back. 

Somewhere in the game, you'll meet the mother 


alien... and | want to be as far away as possible when 
you do. Gulp. 















2 won't seem particularly 
e cosmetics. Alien 
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—— far too busy to notic 
y fills a silver disc. 
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y ducks, big bubbles, 


fruit and 
This is another budget game. It draws on the S cute 


ancient Pole Position for its inspiration and, 
while it's nice to have a choice of cheapo games, 


I don't think F17 is going to be top of my Xmas 
pressie list. 


pect some really 
argains - When 


brilliant b 


It’s a reasonable driving game, fairly playable, 
fairly well presented and fairly good value for 
dosh. But Team 17 have traded on the 
exceptional so long that it lets them down to 
launch something that carries itself ‘fairly’. 


ersions, 
Shame. zd OnE OF 
de romp, in 
ms, fruit and 
PROJECT X iu 
| | THIS onen — seals and Pope teddies 
Right to left scrolling shoot-em-ups Obinson took to anc + biggest high-score |. — 
have been around since the days of e Idea Superb value. in history, 
Scramble (which appeared in the 


arcades in the early 80s), so it’s no 
surprise that one or two - dozen - have 
made it onto the Amiga over the years. 
Project X was widely regarded as a 
brillo blast, but a wee bit too tough, 
when it first appeared, so Team 17 
updated it, making the levels shorter 
and the loss of weaponary at death 
more lenient. 


They also slashed the floppy price to 


BBG will be a full price release but 
sadly, will probably be with us shortly. 











£10.99, which means that the CD 
version should only set you back fifteen 
nuggets. That is as much value for your 
money as you'll get, before the rich 
bloke down the road offers you his 
Rolls Royce for fifty pence. And how 
often does that happen? Check it out. 


Streetfighter 2 and its ilk showed just 
how popular video violence is these 
days. True to form, Team 17 released 
their own version of the genre, complete 
with great graphics and sounds, but 
marred by lots of disk access. 

No problem for CD, of course. The 
AGA graphics should help matters too, 





plus there is a whole new set of people 
to dish out internal haemorraging to. 
Just what the doctor ordered (the 
private, £300 per hour one, that is). 


March/April 1994 





=| a= TG 


armi 
Scud Missle 


icrocosm has been eagerly awaited since its initial surfacing 
in Japan on a system called FM Towns, a 386-based CD 


console. It has already turned up on Philips’ CD-i and will 
soon hit Amiga CD32. 
As release date after release date slipped by, more and more 


people became aware of the Scouse missile waiting in the wings. Are 7 L 

we all holding our breath for the first CD megagame? Will the 

collective sighs of gamesplayers, when released, be a deep 

one of satisfaction - or a groan of torment? 
INTRODUCING... 

When Psygnosis’ Mike Simpson fired up his latest, mid- 

production gold CD of Microcosm, the first thing which greeted 

my gaze was an incredible introduction sequence. The 

Liverpudlian software company of legend earned itself a worthy 

reputation, for unparalleled intro sequences on floppy-based Amigas, 

which is a trend the company seems happy to continue onto CD: a 

storage medium with enough space for even bigger and better ones. 


It’s all very reminiscent of Bladerunner or Aliens. The screen pans 
across a dark, moody future cityscape. Troops are waiting for a 
chopper to land (here, Mike claims that “Someone once asked us how 


much it cost to hire the helicopter to film it. The people in the intro 

are graphic artists pretending to be actors, but everything else is 

computer-generated”) and land it does. 

Next we see a massive robot lurching towards 

it and unloading the cargo. Then it’s into a 

first-person viewpoint for a quick walk through 

a corridor. Throughout the game, similar 

scenes flash up for a few seconds at key E] | E 


Remember the 
classic film 
Fantastic Voyage’? 
Team of surgeons 
were shrunk to 
microscopic size 
and injected into a 
dying man to save 














points, like a change in location or success 


in an area. This is extremely welcome - nice his life N WVell 1 


to see someone making more_use of the 
machine than just porting a title across 
from a lesser format. 

That won't help Microcosm if it’s a dud game though. In the past, Psygnosis has 
been accused of heaping graphics and intro sequences onto a sadly lacking game 
design, not least by myself. Will Microcosm fall into this trap? 


THE BEAUTIFUL ONES 


Tough break on the games buyers if;that were true, because this game has 
managed to generate a hell of a lot of interest. It's been promised now for about 
two years, ever since Psygnosis' captain lan Hetherington proclaimed that "CD is 
the future of entertainment software," something we all now know to be true. 

Numerous rumours have surrounded its final release date, with hints at possible 
uses of the graphics engine for trainee surgeons, so realistic is its interpretation of 
the inside of our bodies supposed to be. 


to take you there. Literally. 










Well, things certainly look pretty enough. l've never 


had a desire to fly down my own veins and internal 


organs, nor has Microcosm changed my ambitions in this 
area. However, if | were ever to do so, I’m sure it would 


look something like this. 


Without the thingies flying around, everything looks 
quite serene and peaceful. Here the famous ‘tunnel’ 
graphics representing the various parts of the body glide 


smoothly past you. Flying through a vein, you are 


completely enclosed, but in, say, the brain, the ‘roof’ is 


missing, to add to the realism. 


WE COME IN PEACE, 
SHOOT TO Kine 


Any sense of realism, though, is shattered by 

the creatures you have to shoot. These vary 

in size, shape and colour, from very staid globes 
to spiky ‘mine’ shapes to lychees. Nothing like this 
has swum through MY veins since, well, one pretty 
amazing party | went to a few years ago. Anyway, 
each and every one succumbs to the twin sights of 
your laser and each retaliates in kind with some 
firepower of its own. 

And... that's all I've seen to date. From what | 

can make out, there is not a great deal more to 
Microcosm than that: flying through various parts 
of the body, blowing things away, until you reach 
the brain and... blow something else away. Hmm. 
Not exactly the megagame which we've all been 
led to expect. Nor is it merely a copy from one 
Amiga or PC platform to another, so 


Psyg NOS i S wa nt Microcosm deserves some extra marks for 


originality. Amiga CD! will review the game 
in full when it’s completed, but for the time 
being, | hope somebody comes up with some more 
interesting elements to incorporate. 
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HAT'S IT ALL ABOUT? 


The Develop! '93 conference, held at London's Business 
Design Centre during the recent ECTS show, was set up 
specifically to discuss the future in the face of new 
technology, changing markets and fresh competition from the giants of the 
entertainment industry. The first conference took place in 1992, during which 
Chris Crawford called all programmers "a bunch of unimiginative, boring jerks, 
who don't know anything about anything but programming." 

Chris Crawford aside, there weren't all that many laughs at this year's 
conference. The speakers, who are all high fliers picked from the games industry 
and related areas, agreed on two things: that there are great advances afoot in the 
entertainment software industry; and that the industry is as well-equipped to cope 
with them as David would have been, if he'd decided to face Goliath on the 
guid. pebble-free turf of Wembley stadium. 
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"We all choose to live in 
the future, because it's so 
much better than the 
present." 









Chris Crawford, outspoken 
and admired — by some. 
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Laura Buddie reckons that all 
adults are really kids at heart. 
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he computer soccer game is dead. Long live the computer able to add left or right < 
soccer game. In practise, thised 
None can withstand the game which put March, with pra 
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-iberation : Ratt V2.00 - Wyvern V1.92 


[Ross Goodley and Antony Crowther alias the Byte 
jEngineers, wou C 
\Liberation. Happy hunting. . - 


Uke to welcome you to the world of f 


[Game playing : - Mission 1 
| 


Liberation entertains you before you even get to play it, with its wonderful 
intro sequence. Once loaded, the graphics will impress you, without blowing 
your mind, while the sound will spur you onto greater and greater feats. 

The huge size of Captive 2 will keep you at the CD32 for days on end and 
the atmosphere it creates will make you check behind the door before 


switching off the light at night. 


A BIG POND IN A LITTLE FISH 
JAMES POND 2 


MILLENNIUM £29. 99 


is was one of the first games to hit 

j the new format and so the boxes on 
the shelf will have gathered a little 
dust by now. That may put you off of 
buying it, but don't let it, because you'll be 
missing out on what is a great little 


platform game. 
James Pond, fresh from his triumph in 


Underwater Agent, is back in Codename: 
Robocod. His new mission is to thwart the 
evil Dr Maybe (again), who this time has 
tried to blow up Santa's toy factory at the 
North Pole. 

You have to collect all of the bombs, 
carefully disguised as penguins, which are 
dotted around the different levels of the 

factory, while avoiding Maybe's many 


minions. Succeed in this and, every three 
levels or so, Maybe unleashes one of his 
secret weapons in the shape of an end- 
level guardian, big enough to put Pond 
truly into scale (groan -Ed). 


SUSHI 


Pondering long on this mission will give you 
a headache, because the toy factory is huge 
and each room may contain many sub- 
levels and hidden places to find. In fact, 
exploring all of the nooks and crannies is 
encouraged, by a special bonus for all of 


the secrets you’ve discovered on a level. 
Other extras worth going out of your way 
for include stars (which restore energy) and 
mini-Ponds, which grant an extra life (or 
25,000 points if you’re at 
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maximum). Wings will allow you to gain 
access to out-of-the-way platforms and 
machines, such as the Pondcar and 
Pondplane, will also aid you in your fight 
against the baddies. 

Rumour has it that, should you ever get 
that far, you may even have to face Dr 
Maybe himself at the end of all this... 
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GREMLIN GRAPHICS £29.99 


nce upon a time, there was a 
O- from the Nth Dimension. He 
had created all of the creatures, 
when he realised that he had made an 
ommission. He was sorely in need of a 
hero to keep the peace, because all of 
his other creations had started to argue 
and fight among themselves. 
So he rummaged around at the 


weapons. Before long, the problems of 
the Nth Dimension were a thing of the 
past. Zool was in great demand and the 
God made a tidy commission as his 
manager. As you load the CD, you join 
Zool in another dimension, on a mission 
to clear it of all evil influences. 


ZAPPEROO 
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F ~ as scitis dimension it is! Packed with 
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bottom of his magic sack, but all that 
was left were odds and ends; a bit of 
ant here, a smidgeon of bumblebee 
there. Still, times were tough 

and the God was a desperate | 
mega-being. So he rolled the | 
bits together in his hands, 
made a silent prayer to 
whoever it is that Gods pray 
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e m os cake and jelly and all of the 


™ creatures attacking you sure 

"lese characteristics too. Mutant jelly 

tots spring into action, liquorice allorts 
lob mini sherbet pods at you. 

On other levels, grab CDs while 
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his mound of Venus, was 
Zool. Possibly the strangest creature 
ever created in any dimension. 

The God put him to work and found 
that he was adept with all kinds of 
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| was one of the few unbelievers 
when Zool came to the floppy-based 
Amiga a couple of years ago. My main 
reservations were that while the 


graphics were very colourful and 
|| smooth, you couldn't listen to music 


|| and sound FX - it was one or the other - 
and that the gameplay was pretty basic. 

The CD32 version, as you'd expect, 
has fixed the problem of the sound. 
Graphically, there are nice AGA intro 
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avoiding bum notes and malignant 
musical instruments, dodge reject toys 
while grabbing cuddly teddies... as a 
rule, no matter what the theme of the 
level, shoot a lot at 
everything and collect 
anything which doesn’t 
explode into more things to 
collect. 

Contact with anything 
nasty drains your energy bar 
by a third. Get hit four times 
and you lose a life, which 


returns you to 

the start of / 
the level, or 
the last re- 
start point ^ 
(if you activated 
it by punching , 
it). To delay | 
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the death of | = oS eS 


Zool, pick up | 
the flying f; 
hearts, which 
sometimes | 
emerge from 
dead crea- 
tures, which top up the energy bar by a 
third. 


LEVEL WITH ME 


At the end of each level, as you may 
have come to expect by now if you play 
platform shooting games regularly, there 
is a large, nasty monster which must be 
beaten into submission using Zool’s 
powers. Unlike the lesser creatures, 
these guardians take a lot of killing, 
often refusing to lie down and curl up 
their tootsies. 

You can expect to lose a | 
few lives after meeting a 
guardian for the first time, 
but once you study them 
their predictable patterns 
of movement make them f 
easy prey. | Hon un 

Of course, the route to 
the end of the level is not all that it 
seems. To qualify for a passport to the 
next land, Zool has to collect 99% of 
the total food available on each level. 
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and death sequences and the whole look 
is improved - the more powerful console 
has none of the flicker that appeared in 
the floppy version. 

While the gameplay is almost 
identical, | am a bit softer towards the 
old Ninja, now that he's leant his weight 
to the CD32's cause. What the machine 
needs is a few high-profile games to lift 
sales and to inspire confidence in its 
future. 


Zool does that admirably. It's not 
original, it's very Sega/Nintendo-ish, but 
at least it's a polished, classy-looking 
game which shows off the CD32's visual 
capabilities. Unlike some of the other 
titles available at present, it's not just a 
straight port-over. The bottom line is, if 
you bought Zool on floppy and have 
upgraded to CD32, it's well worth 
buying it all over again. And not many 
conversions can claim that as yet. 
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This 
includes 
a cy 
which he 
may find by destroying monsters or 
lollypops. 

Exploring the walls and floors may 
reveal secret rooms. Here, large 
numbers of points, extra lives etc. 
may be lurking, so it’s well worth 
taking time out to poke about a bit. 
Don't dawdle though, because there 
is a limit to how much time you can 
spend on each level. If that expires, 
yes, you lose another life. 


Tt. 158 Livi 







ETT 
TLS 


DOSH 


Lots WOR 2-only features 





1 Worth buying, even if you own the floppies 












tapes? 






recording. 


Carri CD DiSTRIBUTI Gan 
EHW AMIGA“: 


MOST AVAILABLE TITLES IN STOCK 
CDTV JOYSTICK CONVERTER & MEMORY 
SWITCH. FITTED UNDER CBM.. WARRANTY 
70 + CDTV TITLES COMPATIBLE WITH CD32 
150+ KARAOKE TITLES 
NEW TITLES AVAILABLE SOON 
MICROCOSM * DEFENDER CROWN II 
GROLLIER * INSIGHT TECHNOLOGY* 
GUINESS DISC RECORDS 2 (32 ONLY) 
MANY OLDER AMIGA GAMES IN STOCK 


RENDALE GENLOCKS 


Do you want to overlay Amiga graphics onto your video - 


If you want to do this, and more, you will need a anion E 


Rendale genlocks are designed and manufactured in 
Britain, and will give you a high quality output suitable for 


COME TO RENDALE GENLOCKS, 
= COMETOTHEBEST 


Marcam Ltd, 62 Tenter Rd, Moulton Park, 
Northampton, NN3 6AX. 
Tel: 0604 790466. Fax: 0604 647403 





9 DEAN STREET MARLOW 
BUCKS SL7 3AA 0628-891022 
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PUSH 'N' GO GAMES 


Over 100 Classic Games on each CD (CD*/CDTV compatible) £19.99 
So easy to use - switch on push the button and go - no computer 
knowledge needed (ideal for grown ups) 

CD*/CDTV Karaoke - over 100 Discs- from £15.99 each 
CD? Keyboard - turn your CD? into a computer - includes free 
programmers CD if ordered before 1.4.94. £49.99 


ORDER FORIM 


| £19.99 each - Specify quantity 
Games 1 100 Public Domain 
Games 2 and Shareware 
Games 3 Games on each CD B 

| CD? Karaoke Popular songs on each disc 

| please send list 

| CD? Keyboard plus free programmers CD 

| £49.99 
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| | enclose a cheque for the amount of £ 

| made payable to Music Machine Marketing Ltd OR 
Debit my Access/Visa No: 
Expiry date — / — Signature 

| Please print your name in block capitals 

| NAME 

ADDRESS 

















| 
| POST CODE 
| Post To: 

| MUSIC MACHINE, 59 BRIDGEMAN PLACE, BOLTON BL2 1DE | 
tee Tel: (0204) 387410 Fax: (0204) 380952 “of 








— PREND 





| 
| 
| 
| 
| 
| 
| 
| 
| Please send me the goods specified above | 
| 
| 
| 
| 
| 
| 
| 
| 










A GENIE-US PLAN 
ARABIAN KNIGHTS 


BUZZ/KRISALIS £29.99 





catchy ele J o9 “Aap, 


JOHN BARNES EUROPEAN FOOTBALL 
BUZZ/KRISALIS £29.99 





ducks his way through the different 
parts of the kingdom. Along the way, 
he'll find a large number of 
diamonds. 

At various points in the quest, 
these can be exchanged for items 
with some of the other characters in 
the game. For example, in the 
dungeons, a fellow 
prisoner needs help to 
get out of his chains. By 
exchanging diamonds for 
a snake from the snake 
charmer, you can use 
the snake to lower the 
prisoner to safety (he 
then gives you the lockpicks needed 
to get you out of jail). 

Every so often, something on the 
screen will need to be explained. A 


range of options, including some 


realistic weather effects such as rain 
and lightning. You can play a match for 
incredible lengths of time, including the 
full 90 minutes, after which time you'd 
probably feel as tired as the man 
himself on a jog around the block. 

But the —— lets the side down. 


that's nearly brilliant. He nearly 
didn't get noticed at Watford, then 
did and went to Liverpool, nearly 
played very well for England, nearly 
breaks into a run on occasion and 
nearly has enough money not to give a 
toss what people think. Sheesh. 
However, if you come 
across him in a wine bar, 
casually raise the subject of 
computer games and see 
what his expression changes 
rto eth OMe. OF 
embarassment, old Johnny 
might just have had a 
chance to play the game that bears his 
name. 
Because John Barnes European 
Football really isn’t a lot of Kop (that’s 


h no. Not another “Boy meets 
O:: only to be thwarted by evil 

being who, strangely enough, will 
give girl being back again if you take on 
and beat each and every one of his 
minions, not forgetting to jump up and 
down a lot and collect things on the 
way" plot! 


J ohn Barnes is one of those players 



















Oh yes. But this one’s really quite 
nice. It’s well timed to co-incide with 
the release of Disney’s Aladdin, one of 
the great films of 1993, although a lot 
of the fuss and hullabuloo had died 
down by the time the CD32 version 
appeared. Even so, Arabian Knights 
is a platform game which will keep 
you frustrated for quite a while. 


1S THERE A PLOT? 


Yes. But it's so similar to the 
generic one described above that | 
refuse to inflict it on you. 

Far better to talk about the game 
itself. Well, the hero, Sinbad (I told you 
that the plot wasn't worth talking about) 
is very neatly animated and quite 
amusing to watch, as he runs, leaps and 


The ball sticks to your feet, making 
dribbling very easy, but passes are a bit 
rubbery and inaccurate. Scoring is a 
very hit-or-miss affair as the 'keepers 
are very fast and rarely drop a 
chance. 

Playing left to right is hard to get 
used to, having played Kick Off and 
Sensi for more years than | care to 
remember. The players look a bit 
chunky and anaemic, though that 
said they do move about reasonably 
well. The referee is a nice addition and 
the crowd sounds make those in Sensi 
CD seem very poor, though they are not 
up to the standard of the floppy version 
of Sensi. 





light bulb appears above Sinbad's 
head and hitting fire reveals the bit 
of text linked to that location. This 
adds to the depth of what is 
otherwise a basic arcade adventure. 


a Liverpool 
supporters). In fact, it's pretty sad. 


joke, for you non- 


PITCHED BADLY 


In the game’s defence, there is a good 


2 


John Barnes sounds pretty good, but 








it can't hold a candle to games like 
Sensible Soccer when it comes to 
playability. Truth is, John Barnes 
European Football feels very similar 
to the arcade games you'll find at the 
local pub. And its appeal is about as 
strong. 

In other words, unless you've 
quaffed several pints and staggered 
in from the Pig in Hiding, you've got 
no chance of enjoying this game. 
Which will make you snigger the next 
time you see it on the shelf - unless 
you've already bought it, because the 
feeling will be closer to nausea. 
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"Ouch. AS playable as a five-handed 
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Take Sinbad, strip him naked, clothe 
him in a football kit and give him a 
ball and you're looking at Soccer Kid. 
However, | found Soccer Kid intensely 
annoying, whereas | really enjoy 
playing Arabian Knights. 

It's pitched just about right. Tough 
enough to be a challenge, but easy 
enough to get into. The music, the 
sound FX, the little bits of sarcastic 
text and amusing graphics... they all 
add up to make a platform game 
which pulls more weight than you'd 
expect it to. Nice one. 
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After all, a floppy disk costs between 25p 

and 30p to produce. A CD costs about 
50p, with a gold disc cut costing from 
£500-1000 to be taken into account. But 
compare that to a game which came on four 
or more disks on the standard Amiga version, 
such as Monkey Island 2, with its eleven 
floppies. And a CD box is far smaller than 
the majority of the ‘standard’ formats. 

How can a CD game command similar 
prices in the face of what seems like basic 
economics? We interviewed three companys’ 
spokesmen in the hope of discovering the 
answer. Their thoughts are below. 


| t's hard to imagine a geniune reason why. 

































al Hs SMITH - 
ILLENIUM 

Millenuim is something of a pioneering 
firm in the world of the CD32, being the 
first to get a title to market - James Pond 
2 - and also the first company to have 
three titles ready, if you include the 
bundled Diggers and Morph. 

ACD!: How do you think the industry can 
justify increasing the price of a CD format 
game over its floppy counterpart? 

KS: This issue of pricing was a major 
debate with us when the CD32 was first 
discussed. Originally we wanted to shoot 
for £50 per game, just like everyone else 
did at the time. What you have to 
consider is the extra costs involved with 
developing for a far more capable machine 
like the CD32. There’s the soundtracks, 
extra graphics, the time spent in converting 
to the medium and value-added features like 
the animation on the Pond 2 title. 

Plus you've got to remember that we can't 
say, "Well, in two years’ time, we'll have the 
game out on six or seven formats, which will 
pay for our investment now" - we have to 
recoup the costs as soon as we can. There's 
a strong argument for getting as many games 
out initially as possible, to support the sales 
of the CD32. Later on, we can start 
predicting sales much more accurately - and 
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then | think you'll see prices settling down. 
ACD!: What about Team 17's announcement 
that they'll be releasing £15 budget titles? 
KS: | think it's a great idea. Anything which 
stimulates the market is a good move. Team 
17 are a nice, aggressive little company. ! 
hope that others follow their move. At the 
moment, Millenium hasn't got anything 
really suitable, but once we do it's a move 
we'll certainly consider. 


SOMES MORRIS - MINDSCAPE 


Mindscape brought Liberation: Captive 2 to 
market, along with more serious titles like 
Alfred Chicken(!) and D/Generation. This 
company has been around for many 
years and has seen formats come and 
go, so its support of CD32 can be 
seen as something of an industry 
barometer. 

ACD!: What's your company's pricing 
policy for CD32? 

JM: Well, Alfred Chicken and 
D/Generation were priced at £25.99, 
with Liberation set at£29.95. It's 
only coming out on CD, remember. 
ACD!: That's a pretty low pricepoint 
generally then. What was your 
thinking behind this? 

JM: It's a very deliberate move for us. 
The last thing we want from a new 
format is to get games out and not 





shift any units. The move to a lower 
pricepoint is done to stimulate sales 
and it's something we already do in 
the PC games market. 

ACD!: How about budget games? Did 
you know that Team 17 are 
launching a budget range? 

JM: Hmm, well, it may be a little too 
soon. This industry often shoots itself 
in the foot, which is what may 
happen if the software is sold too 
cheaply. That said, the machine is 
competing with the likes of Nintendo 
and, if the games don't do much 
more than the Amiga budget games, 





a higher price couldn't be justified. 

Anything which helps keep the pot boiling 
is welcome. And who wants to pay £50 for a 
SNES game when they can buy a CD game 
for £15? 


PAUL TOPPING - 2061 CENTURY 


Pinball Fantasies was one of the earliest 
titles for CD32. But it’s received some bad 
press, most notably from Gamesmaster, on 
the lack of additional features and the 
£32.99 price. What does 21st Century’s 
Paul Topping have to say about that? 
PT: What do you think of our price? 
ACD!: Well, it's a little high... but we've 
already spoken to other companies and 
heard some pretty convincing arguments for 
increased prices. 
PT: Some people haven't considered the $3 
commission which Commodore charges per 
copy sold. It doesn't sound like much, but 
then there's mastering costs to consider, 
which have to be bourne by what is currently 
a small sales base. 
ACD!: Then there's conversion costs, 
musician's rates... but lm putting words in 
your mouth! 
PT: It's true though. Plus we had to get PF 
finished very fast. Commodore wanted it out 
in time for the launch of the CD32. So we 
couldn't ray-trace the ball, much as we'd like 
to, or add as much all round as we wanted. 
Some people have slated us for not 
supplying Pinball Dreams on the same 
| disc. Well, Dreams writes out AmigaDOS, 
which the CD32 uses to call the CD 
player with. So without completely 
rewriting it, it wasn't technically possible 
to do. 
ACD!: What about a budget range? 
PT: Team 17 are doing that? Well, if they 
can manage to make a profit from it, 
great. It can only be good news that 
budget stuff will be available straight 
away. We haven't got anything which 
could go onto budget yet, but in time, 
who knows? 





|: pretty tough being a courier. You 

|^ think it's all riding about on 

mountain bikes, keeping lift doors 
open with cans of Orange Tango and 
laughing at pinstripe-suited business 
people, but not so in the stark, bleak 
future that is... genetic engineering! 

You're slightly more advanced than 
the girl in aforementioned soft drink 
plug, flying thousands of miles in mere 
minutes with a jet pack on your back. 
Your mission is to deliver a top secret 
package to the mysterious Derrida, the 
head of research and development at 
Genoq, a highly advanced genetic 
engineering company, in a 90-storey 
building. 

But as you land on floor 80 and 
enter, things seem to have got out of 
hand. Someone, or something, has 
altered the very fabric of the building. 
The receptionist is just the first of many 
Genoù employees you'll meet during the 
game and they're the only normal 
things in the place - most of them, 
anyway. As many as possible must be 
led to safety - but that's not easy in a 
building where everything from the 
chairs to the potted aspidistras can 
strike at any moment. 





































: That's because the company has 

developed a new technology of 
weapons: A/-, B/-, C/- and D/Genera- 
~ tion. A/- and B/Generation are 

_ straightforward mean guys, 
C/Generations dis-guise themselves as 
com-mon objects, while the mysterious 
D/Genera-tion... well, I'll let you find out 
about that one for yourself. The 
Generation weapons have taken over the 
Iding and you have to get the 
to Derrida on the 90th floor. 
ness? Probably. - 


— 1 is drawn in isometric 3D 
nal to you) and this 
control problems. 








not really and you'll probably find it 
convenient to switch between the 
two control types, according to the 
problems you'll face. In some 

places, it'S nice to know that you can 
feel for the blob on the direction pad 
and run straight 'into' the diagonal 
you're facing; at others, you will need 
to run literally up, down, left or right 
and lose the diagonals. In either case, 
actually using the diagonal on the 
control pad will make you run on the 
opposite axis. 


If you're wondering whether or not to 
call Norris McGuirter (that guy on 
Record Breakers, Roy Castle's mate, 
we don't know how to spell his name 
(sorry Norris!)) at The Guiness Book of 
Records, don't bother. It has already 
been confirmed that the above 
paragraphs, during which Ashley 
Cotter-Cairns, Editor of Amiga CD! 
magazine, tried to explain the control 
method in D/Generation - which IS 
fairly simple - is the world's most 
confusing description of a control 
method of any kind, ever. 

This record was previously held by a 
manual written by Nikamushi 
Yamagatra of Tokyo, whose attempts at 
explaining the control of a Japanese 
lawn mower resulted in the deaths of 


47,822 people, 47,822 national power 
grid failiures in an unprecedented 


47,822 seperate domestic incidents, 
between the dates of September 3rd, 
1989 and January 8th, 1990. 

Shortly afterwards, Yamagatra was 


confirmed as the 
least popular Japanese person of all 
time. 

Probably. 


Much of the 3D landscape may be 
utilised, collected or just shot or 
blown up. The first thing you'll find 
about the game is that it's as 
much an arcade puzzle as an 
adventure. Many doors bar your 
progress and must be opened, either 
with the triangular control pads dotted 
around the place, or using security keys 
of various levels. 

Before very long, you'll begin 
meeting the mutated bits of the Genoq 
building. Huge red bubbles, the 
A/Gens, bound around the place, 
turning transparent green and chasing 
you if you come too close; floor tiles 
flash with high-voltage bursts of 
electricity; blue, tubular B/Gens rush 
towards you; while green, caterpillar- 
like ones remain rooted to the spot, 
spinning around and firing bombs. 

Most can be fragmented using 


PEPE 4€ DNA 


Oo-er. I've been into some strange places before, but none has come close to D/Generation's Genoq HQ. 


Just when you're starting to get comfortable with the level you're playing at, the stakes are upped a little 
more - like the end of floor 83, where a C/Generation is disguised as a member of staff and decapitates you 


as you approach. Ouch. 


This is a game which will reward the pig-stubborn and yet still give an arcade fan caffeine cravings, 
make a thinker reach for the Anadin and a cartographer wet himself in fear. Levels get bigger, proble! 
more complex and monsters more common so, by the time you're approaching floor 90, you'll be very happy 


to meet the D/Generation... 
D/Gen's graphics are very 








D/Generation is well worth buying. 


eat, with compact, but uninspiring sound FX and an intro which Is decidedly 
old hat. But forget all that, because it’s an excellent, very playable game at a great pricepoint. Which just 
goes to show that software houses CAN make money at a similar price to floppy releases. 

The creepiness just oozes out at you, especially when you start meeting shape-changers. There's a 
fantastic undercurrent of humour and the adventure/conversation level has been pitched just right. It's a big 
game, but one which could be completed in a couple of hard days’ play. Don’t let that put you off - 
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: grenades, or shot wil 









































which is found somewhere « 
level. You're bound to die a 
and each and every way is amus gly 
done. Step on the wrong tile and yo 
be outlined with power; get hit by 
bomb and BAMI, it's all over (the 
walls...); get trapped by an A/Gen 
bubble and you become a Space 
Hopper for a few moments, then 
explode; or get hammered flat by a 
tubular B/Gen. 

Sadly, the degenerated ce 
merely disappear into a puff o 
nothingness when you waste them. But 
you can also blow up items of the 
landscape, which sometimes disappear 
to reveal extra grenades, keys and 
other useful items. 


















Around the building, you'll meet 
various members of staff, held 
captive by the monsterous creatures 
which were once just a part of their 
offices. You have to lead as 
many as 








possible to 
safety, which starts hard 
and doesn’t get any easier. Happily, you 
don’t have to take them right out of the 
place, just out of the room in which 
they have been held. 

They are not only vulnerable to the 
meanies, but also to your lasers and 
bombs. Go careful! Because each one 
led to safety is worth an extra life to 
you. There are also computer terminals 
available, which give you useful clues 
as to the nature of your mission - and 
what to expect when you finally reach 
the mysterious Derrida. 
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oot lots of things, while 

ing your ground troops to destroy the land 
mines left by the invading alien force. 

What invading alien force? Oh come on, 

what shooty would be complete without one? 


much as £30 each, compilations se 
to represent great value. Now 
Games is the first CD32 collection. 

There are a 100 games on the disc, 
so each game is costs just 20p. Erm, 
well, only fifty work on the Amiga 
CD32. So that's 40p each. And some 
need a keyboard or mouse. Let's 
assume for the moment that you own 
both and can access all of the games. 

These are not commercial titles; 
Now...Games is a gathering of public 
domain, Freeware and Shareware 
games. Most are available cheaply on 
floppy disks elsewhere. 








Lunar-C is a much more — 


shootie: in other words, you fly straight 
forwards. 

In fact, for people coming to the CD32 from 
the Amiga, Lunar-C will remind you poignantly 


: good news is that there are some 
onable games on Now. Some of 
also appear on our cover CD, so 

you can get an idea of the standard. 

Insectoids 2 is written in Blitz BASIC 
and is a cracking version of Glaxians. 
Birdies swoop down to attack, lobbing 
missiles, while sneaky motherships sidle 
by at the top of the screen. The latter 
may be shot for power-ups, including 
double shot and there are challenge 
stages too. 

Volleyball is rather different. Two ugly 
trolls headbutt a large 
football over a net. 
This one can be 
played with two, if 
you've invested in a 
joystick or second 
paddle. Zolyx is a 
version of the ancient 
arcade coin-op, Styx, 
where you have to fill up the screen with 
colour by boxing it in, avoiding collision 
with little pixels of light. Interesting 
reflex tester from ages past.] 


eer 


y Pat Carson a.h.8. de 








l'Il keep this brief. Overkill is a very colourful, smooth Defender clone, which is 
a pretty chunky challenge, featuring three planets on each of six levels before 
the final encounter. Overkill is worth £13.Lunar-C is a third-rate imitation of 
Project X. Team 17 is due to release Project X on CD for £14.99. My advice 
would be to buy Overkill but forget Lunar-C. But you can’t. The two are as 
closely entwined as Siamese twin superglue sniffers. So is the package as a 


. whole worthwhile? Just about. 


Let's face it. There aren't that many blasting games available yet, so these are 


he best you've got. 


Destroy a — wave and you get a | power 


pill, which can be exchanged for any number 
of extra goodies for your ship. This is good 
news for you, but bad news for the aliens. 


There are far too many nasty Shoot- 


em-up Construction Kit (SEUCK) 


games. All of them are very dull left, 
right and fire scrolling blasters. Among 
them are Deathbringer, Warrior, Serene 
and GX200. 

Other ones to avoid like a vow of 
chastity at a Hollywood drinks party 
include Baldy, Zerberk, Crossfire, 
Roulette and Spectrum. 


A number of games just don’t run 
properly on the 
format. Premier 
Picks is the 
biggest let-down. 
This is a neat 
idea for a football 
league, in which 
events such as 
goals and fouls 
are held on cards. You have to turn 
them over and the other team does the 
same. Unfortunately, the league tables 
corrupt when you try to read them. 
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2 game. This is similar to Space Invaders, 


but before the slaughter starts, you have 
to dodge bullets and run across the 
screen, ci up parts for your ship. If 
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: Gohunting the nasty Smurta | 
1 mm 


you're hit three times, you can start 
blasting. 

Many other games have graphics 
glitches or missing parts of the original 
display and some just don't work at all. 


Is Now...Games a good way to blow a 
score? | hesitate to wholeheartedly 
recommend it, but that said there are 
some worthwhile games lurking among 
the poorer offerings. 
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my time. There was one in Bourne- 

mouth where the bed squealed like 
a squirrel in a blender if you just 
looked at it, one in Malta with a fat 
piano-playing manageress and one in 
Austria, where the waitresses wore very 
low-cut, laced bodices (and not much 
else). 

But not one of them is a patch on 
the hotel you find yourself at in The 
Labyrinth of Time. On your way home 
from the office, the tube train goes a 
bit haywire and ends up floating above 
a bunch of crystaline clouds. Weird. 
Even more odd is the fact that your 


1 have stayed in some wild hotels in 


only way forward is into a hotel. 

Not just any old hotel. In fact, this 
one's caught in a bit of a timewarp. 
Enter one of its many rooms and you're 
as likely to end up in a maze of mirrors 
or a wild west town as in a comfy on- 
suite with teamaking facilities. And you 
can just bet your 25c coin (one of your 
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few possessions) that these extra 
facilities won’t be included in the cost 
of bed and breakfast. 


SURREAL, OR 
SOMETHING 


One thing is clear: somebody has spent 
a great deal of time in creating the 
graphics for Labyrinth. Each and every 
location has 
been rendered, 
in high-quality 
32-bit images. 
Bearing in 
mind that a 
single rendered 
image can take 
many hours to 
generate, that 
there are four 
views of each 
location and 
object, and the zoom-in facility for 
many of the objects you'll find, the 
graphics must have taken a year 
to be rendered at least. 

It quickly becomes clear that 
the images you see are more 
impressive than the game itself, 








subway car. facing north 


but even so, if you like 
wandering about and finding 
items, solving puzzles and 
finding new places to explore, 
The Labyrinth of Time is just 
about as far up your street as 
it’s possible to get without 
obtaining a mortgage. 

There doesn’t seem to be any 
other 
people to talk 
to, which is a 
shame, but the 
game does 
create a won- 
derful atmos- 
phere. Its creepy, 
sinister music 
and sound FX 
send shivers up 
and down the 
spines of quick- 
frozen polar bears, so don’t play it 
alone at night. 

There is an undercurrent of humour. 
At times, you'll laugh out loud - and 
probably catch yourself at it, noting 
that the laughter sounds a bit forced 
and nervous. Perhaps alone at night is 


What a strange idea this is. | was poignantly reminded of trying to navigate my way home 
from the West End of London while very drunk, which has been almost as disturbing and 
easily as surreal as the Labyrinth of Time on occasion. The locations don't seem to bear 
any resemblance to one another. That helps the variety of the game and the feeling that 
you're playing through someone's subconscious fears, in game form. 


Of course, you could equally be playing through a graphic artist's rendered portfolio. 
Perhaps that's how the Labyrinth of Time came about. “Ooh, that looks nice, let's build a 
game around it." Still, there is plenty to see and do. | liked the self-mapping mode, it saves a 


lot of trouble and time. 


Buy this if you're a patient explorer and lateral thinker, or buy this if you want to show off 
your CD32's graphical powers. Don't buy this if you demand instant gratification from your 
games: this is a journey which demands a methodical approach and a few late nights at the 


CD32. 
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the BEST time to play this game. The 
music really makes all the difference. 
Try watching a Halloween movie with 
the mute button on the telly if you don't 
believe in the power of a soundtrack to 
Scare you... 

The problem is, if for some reason 
you're playing in a situation when you 
can't have the sound turned up high, 
The Labyrinth of Time loses a lot of its 
magic. | am tempted to say that the 
music is even more important than the 
graphics, impressive though they are, in 
creating the mood of this adventure. 
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ALFRED CHICKEN 
MINDSCAPE £25.99 


esh from gaining eighteen votes in the 
Fo bye-election and 

a flood of publicity, including the 
somewhat puzzling phrase, "Alfred's a bit 
like cheese" (no, | don't have a clue what it 
means and I’ve played the damn game). It 
may have something to do with the 
platforms of the first level being made out of 
cheese - but again, the question should 
perhaps not be "Why?," but "Why not?" 






Alfred has to make his way around 
the lifts, springboards and platforms of the 
very strange cheesy world he finds himself 
in. On the way, he should take time out to 
dive-bomb the creatures, such as mice, 
which threaten our chick. Pecking balloons 
releases them and that is your goal for each 
level. The last balloon released flies you 
straight to the top of the screen. 

You also have to collect a load of blue 


F 


WEE 
er oe 


kay 






diamonds. 


Why? Because dia- 













monds are a fowl’s best friend? 

Because you're greedy for points and it's the 
best way to amass a high score? Who's 
asking these questions anyway? Surely 
platform game players don't have imagina- 


tions? 


Argh. | hate games like this. What can you say about this platform game? It's not 
original, there's nothing particularly wonderful about the gameplay 


or the graphics or the sound - a reviewer's nightmare. 


This game stinks of something which jumped onto the character 
platform games bandwagon without knowing where the hell it was 
going to roll. Look at Zool. Now, love or hate platform games, 
you'll have to admit that there are points about Zool that you can 


admire and recognise as an achievement. 


But not with Alfred Chicken. | loved the way he's been 
marketed - entering an election was a stroke of genius - but if | 
were in quality control at Mindscape, Alfred Chicken would 


have been dispatched straight to the nearest KFC. 
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LIFE WITHOUT 
ALFRED 
On losing a life, a distressing bundle of 
feathers flies into the air. A blue, 


speckly egg 


\ 
À 
E N 


qi d 
S J | i 


NIGEL MANSELL'S WORLD CHAMPIONSHIP 
GREMLIN GRAPHICS £29.99 


e only funny thing to say about Nigel Mansell is the 

i Nintendo advert starring Rik Mayall. How he ever won Sports 

Personality of the Year in 1992 is a mystery to me - mostly 
because he doesn't HAVE a personality. That doormat moustache, 
that dry, droning voice, that stupid, cheery grin: they all add up to 
your worst "stuck in a party kitchen with" nightmare. 

He can drive (anything but Ford Mondeos, that is) and so he's 
won the World Championship in Formula One and the Indycar 
Championship in America. So it seems natural that someone would 
base a driving game on the caterpillar-lipped supremo. 

Shame for — 

Gremlin that eel — mcm d 

he decided to fesses 
sod off over 
the pond 























before the game arrived. | am reliably informed that this did not 
hurt sales on other formats. But enough of Nigel Mansell the 
‘personality’: what of Nigel Mansell the game? 


BROOM BROOM 


You have a range of options available from the title page, including 
a practise lapping session on any of the championship circuits, a 
single race (which includes a qualifying competition), the full 
championship and “Improve with Nigel.” 

The latter is a very sad training mode, where you drive around 
the track with a disembodied Nige head floating along in the top 
left of the screen. Every time you look up, to see his inane 
comments like “Avoid objects” and “Get on that racing line”, you 
have to take your eyes off the road and end up crashing. Pointless. 

You do get to change features of your car before 
each race, according to the weather conditions. 
These include gearbox, aerofoil and 
tyres. Out on the circuit, once 
you've qualified you get 
allocated the relative 
grid position and 
have to fight it out 
for the ten points. 


— — — 


Cras re 


appears and a new Alfred hatches out of it. 
This is rather cute. 

The meanies are mostly rather cute too. | 
liked the clockwork mice, which scurry 
around (until you stab them with your beak). 
Alfred, for all of his political machinations, 
has a lovely, fluid way of shifting around. He 
even vibrates when diving into something in 
a Woody Woodpecker way. 
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Why do people sign up game licenses? 

There was really no need for this 
game. It's a run-of-the-mill, reasonably 
fast racing car game. There are some 
excellent F1 type games (Microprose's is 
the best) on other formats which have 
yet to be converted. None of them would 
even see Nige in their rear-view mirrors. 

| went into it without practicing and 
blasted through the corners, hitting more 
mud than a Land Rover freak, with a 
nervous tick, driving through a ploughed 
field. And yet | still qualified first on the 
grid. And this was with a supposedly 
slower automtic transmission? 

Most F1 games annoy you because 
you can't beat the computer drivers. This 
one annoys me because it's too easy to 
do so. 
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A tull season will take a while to complete 


tis optional 
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world of TV for 
the computer 
games industry, 
more and more 
programmes 
have started 
appearing WAIA 
feature games 
as their theme. 
Sac infivence is 
aimed at the 
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the market - 
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without software. Things like Rise of the Pinball Fantasies looks like Pinball 
Robots look great and it would be nice Fantasies to me! Is Ocean doing TFX 
to see them on CD32. Of course, it and Inferno? 

would depend on how they play. Diggers 

looks like a good, big puzzle game, — ACD*: Yes. 


let Green Berli 


VB: Those games are designed to 
fit CD formats, so they should 
do well. It needs the exclusive 
hit: I’m waiting for the 
megagame. Licences sell 
games these days, so 
companies which publish 
original stuff stick their 
necks out much further 

than people think. 
Krisalis did that with 
Soccer Kid. | first saw the game and 
thought, "That's 
a good 
idea, | 
wonder 
Wo. b 
works?" 
It was 
new, a 
different 
way to 
approach the 
platform game 
EZ theme. It did work, 
^ but it could have so 
easily failed too. If it 
were just too hard, 
or touchy to 
control - that existing formats, too, so CD32 might not 
would have have too much to worry about from that. 
been a There's not many games which are 

great "3DOnly." 
idea  ACD!: What about CD itself? Is it the 
format of the future? 

VB: Designers seem to be trying to use 
up the space at present... but it's the 
format of the near future. 


x y I'm waiting for crystal 
— 
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A worthy Supanova 


























` —- ml as “worth listening to ` 4 | 
ight ga pA 
VB: Ha ha, yes, that type of thing. | pile de 92 
uppose that’s the future, really. | did - an hour, alas... 
DOSHWORH GO 
What can | say? She 
bought the drinks 






rd expect Violet to be one of the nerd me a bottle-blonde bine. 
rounding herself with autograph-hunting spotty gamesplayers and driving ar 
invertible. But she's quite unusual, more like a mate you'd meet at the pub 
thateable ‘Star’ type. 
_A couple of the kids did ask her if she'd give them autographs while 
cepted gracefully, without a trace of bigheadedness. Nor did she just agr 
which | admired even more). No, be it because she's an exceptionally good 
-just geniunely a nice person, VB went down well with me. | don't | ron 
Influence, though... it’s after my 







































Take one at random from a huge 
pile and you'll probably find that it’s 
full of music. 

But there’s 

a chance - 

just a 

chance - that it could contain computer 
game data, video images, CD+G or even 
oodles of text. 

But who cares if you can fit 600 
megabytes of storage space on a single 
CD? What YOU want to know is, what 
can be done with space like that? Read 
on... 





i t's a mysterious creature, the CD. 


Take a friend's Amiga floppy disk 
(you'll find one on the cover of most 
ordinary Amiga magazines). 
That can hold 880K of data, 
which is no big deal. Games 
for the Amiga use a lot of 
graphics data, which eats 
up oodles of storage space. 
That's why games like 
Monkey Island 2, with its 
ELEVEN floppy disks, were 
such a pain to play. 

Of course, us CD owners 
don't have to worry about 
little things like disc space! 
We can cram 681.81 floppy 
disks' worth of info onto a 
single CD. And, before long, 
when 1.2 GIGABYTE CDs 
appear, you can double that 
number to 1,363 floppies! 

For now, rejoice in the 
knowledge that you could fit 


over 150 Amiga floppy disk M. 


hold 90 MILLION words! That's rathera — 


lot. In fact, assuming the average for a 
James Herbert novel at 400 pages and 
350 words per page, you could fit 642 
copies onto a CD. Ooh. — e maa 
Take the complete works of 


—- a = 
CD is 
m 


Shakespeare, Stephen I 
Dickens and throw i 
Thomas Hardy and the 





















ora CD is this ... 


games onto just one CD - or, 
in the case of Monkey 
Island 2, you could just about squeeze 
in 62 copies of all eleven disks! Take a 
chainsaw to that floppy pile now! 


Completely uncompacted, a CD can 


Seamus Heaney. Yes, you've guessed it, 
they'd fit! 

You could even fit 1184 copies of 
the entire text in this issue of Amiga 
CD! magazine. And it's a little-known 
fact that you could read EVERY SINGLE 
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chainsaw 


















1 video, it’s unlikely that 
usands of zeroes and ones 
reen (unless you happen 
g a Jesus Jones video  . 
at's exactly how a 


o e it could be zapped onto a 


- Even so, on a CD you'll still be able 


to get 74 minutes of VHS-quality video - 


footage, along with CD quality sound. 
That's not quite enough to watch a 
whole film on CD - you'd have to split it 
up over two discs. And without MPEG, 
the video cartridge, you couldn't watch 
it on the CD32 anyway. 

With MPEG and a 1.2 Gigabyte CD, 
though, you WILL be able to see most 
films (up to two and a half hours' worth, 









Id need to look at a video © 
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- anyway) from just one of these round, 


flat, silver things. Impressive, eh?Don't 


miss Amiga CD!'s focus on Full Motion 
Heroes. 


ih 


"One other type of CD is the CD+G 


tandard, happily fully CD32 
mpatible. This combines audio tracks 
ith graphics data, so you can watch 


| ‘Madonna strutting her horny stuff while 





you listen to her singing (??).0r you 


could, if any tracks of hers featured 
- graphics, which they don't. 





. CD+G didn't really take off when first 
introduced some years ago. However, 


some ideas are before their time - and 
CD+G was one of them. Just not enough 
machines were able to display the 


graphics on the tracks, which meant 
that, apart from collector’s value, there 
was little incentive for consumers to buy 
the special discs. 

That will all change with the advent 
of the all-in-one CD home 
entertainment system. The Amiga CD32 
is one of the first to truly deserve this 
rather pompous title and, as more and 
more people discover the multimedia 
revolution, buy consoles and demand 
more gimmicks like CD+G, the music 
companies will have a bigger cherry to 
bite at. 
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A single CD is worth 681 floppy disks! That’s a pile of disks 
over two metres high - but there’s nothing more boring than 
piles. Amiga CD! looks at what you could do, if you were 
unfortunate enough to find that one of your mates had 
swapped your Diggers CD for its worth in floppies. 
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pes 


Amiga, 


Go into your newsagent with a magazine 
and 680 floppies. Say, loudly enough to be 
overheard by the other customers, “Pardo 
me Mr Newsagent, The Amiga Flatulence - 
coverdisk number 487 is missing. Could you - 
furnish me with another, perchance?” 4 











Make four equal piles of 
170 floppies. At 3mm high 
each, that’s four two-foot- 
high spare legs for your 
bed, which leaves an extra 
disk over for you to format. 




















The new Mac 
Burger. Full of minerals, 
iron and yukky black plastic. 


Hire a massive hall and stan 
them all on their edges inside it. 
Each disk should be about three 
inches apart from the next. Now 
tip over the one at the front for a 
spectacular, domino-like 
toppling show. 


Spray them green and cover 
your neighbour's car with 
them. When he comes out, 
he’ll think it’s been stolen 
Pull them open and take out the aNd replaced with a 
innards. Sell them to a burger shop Sherman tank while he 
as 100% beef burgers (they won't. Wasn't looking. 


be able to tell the difference). 


Spray them silver and arrange them 
on your roof in rectangular patterns. 
Your neighbours will think you've 
installed a flash solar generator in 
your loft. Add to the subterfuge by 
waving incredibly low electricity bills 
around. 


Make a big splash, by bundling 
them all together with selotape and 
dropping them off of the Cliffs a 
Beach Heady. 













Write your name, address and phone number 
on them and use them as business cards. 


Attach lots of them together into vertical, flat 
panes three metres long, with a gap of an inch or 
two between them. Paint them white and add a 
couple of wheels at the bottom for a cricket sight 
screen, which is light enough to move around 
and won't need regular repainting. 


each. With the proceeds, you'll be 
able to afford two full price games - 
and a celebratory slap up binge at 
Mrs Miggins' pie shop. 


Pile them up in symmetrical 
stacks and ask the Tate Gallery 
to exhibit them as modern art, 
accepting a generous pile of 


Make a killing out of 'alternative jewelery' by removing cash in return 


the metal bits from them and threading them onto strings. 


Selotape them together to form suits of armour, 
shields and weapons and re-enact the Battle of 
Hastings with your friends. 


Staple 200 together into 
a thick, flat square. Stack 
the remaining floppies 
into a tower. Put the 
square on top of the 
tower and you've got a 
modern, easy to clean, 
waterproof bird table. 


Cover the 
kitchen floor 
with glue and 
stick the disks 
all over it. 
Hey presto! Your Mum has the parque 
flooring she's always wanted. She may not 
have wanted it to be multi-coloured, but 
beggars can't be choosers... 


Wrap them in brown paper and post them to 


Amiga CD! Subscribers who order this yourself as a special surprise. 


floppy version get this. Just £399.00 per 


















issue (plus £75.00 postage and packing. Wivien 
Vestwood's 
Attach little hooks to them and drape them latest collection: 


over a neighbour's tree late at night. Then 
call the newspapers, pretending to be your 


square plastique 
concoctions 


neighbour and claim that you've cultivated a — 
disk tree. Imagine their embarassment placed Selotape. 


when the reporters turn up to interview 
hem! 


Mow your lawn, then make a 
large circle of disks. Construct a 
big H in the middle - and before 
you know it, helicopters will 
start landing! 


Surprise your ‘friend’ who 
swapped them for the 
Diggers CD in the first 
place, by grabbing him by 
the hair, ramming all 681 
down his throat and then 
taking your game back. 





That washable parque flooring 
that your mum's always wanted! 
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hat video on disc? Yes, but you 
can't see it. Or not many of you 
can yet. Because Commodore 


have only just released their Full 
Motion 
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Video 
cartridge that fits into the back 
of the Amiga CD 32. But when 
you see it, it will, in the classic 
Amiga phrase, blow your socks 
off! And if you've got £199 to 
spare - or even if you haven't - 
you won't walk, you'll Linford 
Christie it to your nearest dealer 
and grab one - the cartridge that is 
not the dealer. Because FMV is the 
closest thing to Laservision you can get, 
but of course, much cheaper. It's the 
next stage in home enetertainment. It's a 
new dimension for everything from 
movies to games. It's what CDTV should 
have been. It's what Amiga CD is. 

Video CD is better quality than the 
ordinary VHS that runs on your normal 
TV AND it's got CD quality sound and all 
the bells and whistles controls that the 
Amiga CD 32 can give you. You can run 
back, fast formward, pause, loop things, 
do anything you want and you're going 
to be stunned and delighted with it. And 
you're not the only one who's going to be 
happy too. 

The big bucks corporations, the EMls, 
the Sonys and the rest who dominate the 
music recording business, they're 
delighted because they've got a new 
medium that will bring you and and the 
rest of the bopping world who spend 
cash on buying soul, punk, hip-hop, 
techno, house, garage, grunge, rock and 
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ners MOVV. 


pop of all shades and volumes banging 
on their doors for the combined joys of 
both the CD AND the video stuff of your 


favourite caterwaulers on the easy and 


video CD. 


shown on the multiscreens at one of 


video CD medium, | 









codswalloped not by the 

highpowered executives of 
the different companies, 
including Commodore 
represented by their 
multumedia boss, Kieron 
Sumner, who were drooling 

over the zeros that would be 

gracing their corporate bank 
accounts but by the simply 
sensational quality of the 
material that was exploding up on the big 
screen directly coming off the CD players 
on the platform. 

Players? Yes, not just our beloved 
CBM's new baby, the Amiga CD 32, but 
the Philips supposed competition to it, 
the much-advertised CD-l. Both 
machines were used for the knock-out 
demos of what video CD could do with 
the likes of David Bowie, Pink Floyd, the 
Eurythmics, Seal, Bon Jovi and plenty 
more on the music side and Patriot 
Games, Top Gun, Black Rain heading up 
the movies. The video games - for the 
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cheap CD. Only this time it will be a 


When | watched the stuff that was 


London’s top nitespots, The 
Marquee, at a launch of the new 
was 











first time the name is being correctly 
used - were brilliantly led by Microcosm 
and The Seventh Guest, both which drew 
ahhs and ohhs even from the specially 
invited and usually professionally blase 


the bigwigs in the music busines think 
you'll be one of a very small minority. 
They are piling onto the video CD 
bandwagon like it was the saviour of 
their in- 




















music press. dustry. And 

Because Ut ust 
what we were Castle Communications might be. 
seeing may stunning dinosaur disc. Because 
well turn out to X s you can 















be the biggest bet that 
jump in our Don. e- y 
electronically- will, 


dominated lives 
since TV came in 
to crush radio 
down to a lesser 
role in the world 
of information and 
entertainment. The 
thought that struck me, while | was 
getting bombed out on these dazzling 
demos, was “Who wants to just listen to 
music when you can see what's 
happening at the same time too? Who 
wants to hear radio plays when you 
can watch feature films? Who wants to 
see dots on the screen for games 

when you have real live people, 
digitised or rendered, and 


with the 
video on the 

CD too, be 

able to hold 
or even in- 
crease their 
prices which 
are under 
attack now as E 
extortionate as 


the 
manufacturing CDs have fallen. 


costs of 







Is the Amiga CD 32 going to lead this 
revolution? | hear you cry. Well, there are 
plenty of contenders for king of the heap 
in this battle. Philips for one are dancing 
around like dervishes attempting to drae 
attention to their machine and there are 
others. Philips are, for a usually pretty 
dull company, quite interesting to us 
Amiga people. 







real, real inte- 
raction with them? You? Come 
off it! No-one does. Or will. 

Okay, when you're doing your 
homework or you're driving a car, 
you can't watch a video CD too. 
Then radio or straight recorded 
music do come into their own. 
But why only listen to your 
favourite group when on video CD 
you can see their video, have them 
interviewed, get the background on 
them, loop them round so you drive your 
family bananas with the track that you 
love and want to hear again and again? If 
you think you'll prefer just the audio CD, 


Because 

they were the inventors of the 
actual compact disc and they get a 
royalty for every one sold. Because of that 
they are responsible for making sure 
there is a single standard that any omne 





who is producing a CD must 
d follow. That is true of the 
audio CD but it's also the 
case for video CDs. They 
have to follow what's called 
the "whitebook" standard. 
And, of course, Philips 
have abide by their own 
rules. 
Why does that matter 
to us? Because those 


nice folk at 

Commodore are going around with 
pleased smiles on their faces. Why are 
they so cheerful? Because Philips are 
releasing a whole slew of video CD 
titles. They've gone to an admirable 
amount of trouble and no doubt expense 
to get them created for their CD-I. And 
surprise, surprise, as the Amiga CD 32 
uses the same MPEG chip from US 
Silicon Valley hotshots C-Cube, the 
Philips video CD titles run on - yes, you 
guessed it - none other than CBM's latest 
darling baby. 


T6; 


Putting the SEAL on the video CD. 
Well, isn't that just dandy for Amiga CD 


32 owners and CBM itself? Yes, it 
certainly is. 
So if some of the beautiful 
stuff you see in this article is 
not Commodore's at all 
but coming from the 
kind and generous 
Philips stable, that's 
the way the video CD 
cookie crumbles, 
isn't it? You can 
use it, no matter 
whose name ap- 
pears on the label. 
That's what video CD SALLE TRT] T L P 
is all about. A universal stand- 
ard for anyone's hardware. The for- able idea that the 
mat wars, which od-dly are being hardware manufac- 
predicted to hit in the next year or turers can fight it 
two for hardware may well be out on quality or price or anything 
over as else they want to but the user, 
you or me with our video CDs in 
our hot little hands will be able 
to stuff the discs into all the 
players. And in our case, I'd 
guess that faithful old Amiga 
people will at least give 
Commodore an even break, 
especially as CBM seem to 
have led the field with 


other machine 
but the reason- 


If you think you?ll 
prefer just the audio 
€D, the bigwigs in the 

music busines think 


ow'll be one of a very, 


quickly as they 

were at the beginning of this century 
for petrol, for records in the thirties, for 
the video cassette battle in the sixties 
and seveties, for the CD in the eighties. 
A single world standard for the software 
and you can play it n anybody’s 
hardware. Sounds like a rational thing to 
do, doesn’t it. (And rational the world it 
ain't - often anyway.) 


The nineties may see us have no more Amiga technology, 


of the crap that is bought for a Nintendo 
costing the earth and not running on any 


which we all know and love, wrapped up in 
a CD drive and kept the price affordable. 
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So, as the Amiga CD 
32 price falls, it should be possible to get 
it bundled up nice and warm with the 
FMV cartridge for, say, £399 not too far 
into the distant future. Which for what it 
offers may well turn out to be the 
bargain of the whole CD field. 

Now doesn’t that £399 figure ring 
some reminiscent bells with a few of you? 
Wasn't it the price that for years was as 
recognisable on the Amiga as the red and 
blue CBM logo itself? 

So that's it folks, we might, as 
with the Amiga itself, be back to 
the hottest electronic home 
medium around at a reachable 
price for a whole slice of the 

population, and one that is 

already familar with one part of 

the technology - but with 

access to every bit of stuff that 

comes out. Which is an even 

better than where we started 

with the Amiga, isn't it? Now 

| reckon that's what a lot of 

ES people, including many 

Amiga 500 owners, have been waiting 
for. 

Video CD - | think | saw the future now 


and | loved it. 
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My brother Ben and his friend, Paul, do 
some pretty odd things, ranging from totally 
banana custard, like bungee jumping, to 
marginally less insane activities, such as 
mountain climbing and caving. So when they 
invited a bunch of us here at Millennium on 
a caving trip, our freakish streak meant that 
we simply had to accept. 

Coming out of the caves after my first trip, 
| thought, "Now, that was fun. | enjoyed 
that.” Then | wondered why | enjoyed it and I 
could not come up with a single reason. | 
was cold, wet, muddy and in pain and yet I'd 
had a damn good time regardless. I'm still 
curious as to why crawling across a damp 
cave only 50cm high can be fun, but 
amazingly, it is. 

On a cold drizzly morning, three car loads 
of people set off from grey Cambridge at the 
obscene hour of 7am. One long drive later, 
we arrived at a Derbyshire town called 
Matlock, where we stopped briefly to pick up 
our caving equipment. This consisted of 
waterproof bodysuits, some roll up ladders, 
batteries and those helmets with cute little 
lights on them. 

By now, it was mid morning and we were 
Starved. Next stop, the scenic little village of 
Hathersage. Based in an old station house 
was the most amazing cafe I've ever seen. A 
bacon butty, with stacks of chips and a 
whole pint of tea later, we were fuelled up 
and ready for the trek eux 
to the caves @ 
themselves. 


AY LANDI 


Quite a lot of caves | 
have entrances on § 
private land, so you § 
need to aski 
permission before B 
them. f 


entering 
Sometimes you also § 
have to pay a fee. In. 
Q was B 
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Fuelled up and ready to go! 


its way downwards, opening out into a 
beautiful cavern. This is where it got 
impressive. The scenery was wonderful, water 
pouring out of fissures in the rocks... okay, 
maybe you had to be there but trust me, it 
looked great. 

A brave few of us then tried out the lovingly 
entitled The Spiral, which was a very thin 
spiralling tunnel curving upwards into the 
rock - complete with a foot of high-speed cold 
water in the bottom. By thin, | mean anorexic. 
There were places that you could take your 
feet off the ground and you wouldn't fall, 
because you were stuck to the sides. 

The prize for making it up The Spiral was 

x mme being able to look 

down through holes in 

© 4 the roof of the cavern 

72 below, onto those not 

brave enough to come 

up and call them rude 

names. But how could 

f we continue without 

them with us? This is 

where the ladders 

came in. Setting these 

up allowed others to 

ascend and further 

exploration to take 
place. 


power of time at work. Even with the sound of 
rushing water, there's a great feeling of 
calmness. It’s absolutely pitch black without 
lights: not just dark, but light is totally absent 
- quite unnerving! 
The only upsetting part of the day was 
seeing the damage caused, where previous 
explorers had broken off the little stalagmites 
and stalagtites, to take home as prizes. The 
stumps and crumbled rock were a mess. This 
is a great shame. They took many centuries to 
form - and were thoughtlessly destroyed in a 
moment. 
If you are interested in caving, be aware 
that it’s something you have to undertake 
seriously. If done properly, it’s quite safe. 
However, on a visit to different caves, we were 
shocked to see a couple of youngsters coming 
out of the cave, armed with just one torch. 
They had no other equipment at all. Some 
caves are like mazes and few have any light 
inside them. If they'd dropped the torch into 
the water and it had failed, the chances of 
them coming out alive would have been slim, 
to say the least. We went with two fully- 
trained people. We had the right equipment, 
were properly dressed and had lots of backup 
measures. A written list of where we were and 
what we were doing, together with all of our 
es al had bee 
the p the, 
inst 1 

"tre 








Some people can never remember 
what those dangly rock things, 
which hang from cave ceilings and 
grow up from cave floors, are 
called. People always get them 
mixed up. But here's the Amiga 
CD! guide to spotting dangly 
things. Mw 

These are the 
pointy things on the floor that grow 
UPwards. 

They are the pointy 
things on the ceiling that grow 
DOWNwards. 

These are very sad 
old cars that you shouldn't be seen 
dead in. 

When drunk or very 
cold, how everyone attempts to 
describe the icicle-like rock 
formations. Only attempt to 
pronounce when swilling several 
pints of real ale, or when emerging 
from a particularly cold cave. 


in caves and the vast majority can be 
attributed to carelessness, or bad 
preparation. I'm certainly no expert and, 
having been a few times now, | would never 
dream of going without someone who had 
been trained. 

If you just want to find out what it's like, 
check to see if there are any local caving 
clubs. That way you can try it out and see 
just how great it is. Remember, do it safely or 
don't do it at all - and never go into a cave 
alone. You might never come out again. Or, if 
you're a scaredycat, get hold of Diggers on 
the CD32. It's almost as good. 

.. Do YOU take part in incredibly dangerous 
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The interactive 
Magazine FREE! 








Adorage, Citizen ABC, Clarissa, ProText 6, 
Retina, SuperBase 4.0, SyQuest. 


Plus WOCA Toronto and Making The 
Connection - Guide to the Amiga ports. 
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AUI, which was 
the first Amiga 
magazine in 
Europe, is 
proud to 
present the 
future now. A 
World First! No 
one has done it 
before. A 
complete 
multimedia 
magazine on 
CD for the 
Amiga! 


OVERSEAS 
We regret for 
technical reasons 
the Amiga CD! 
Magazine 
interactive disc is 
not available in all- 
countries outside — 
the UK. It has, in 
replaced by 
SuperDisk No.34. 
Supplies 
permitting, we are 
happy to supply 
the Amiga CD! 
interactive disc to 
CD32 owners 
outside the UK by 
mail - though we | 
cannot guarantee 
that it will work on 
your machine! | 
If you want the 
interactive CD, 
please send £2.50 
in sterling 
(International 
money order etc) 
to AUI and we will - 
mail the disc to 








David Taylor and Michael Rumbelow guide you 
through the best multimedia fun you'll find 
this side of Silicon Valley, if you’ve got access 
to the Amiga CD 32, that is. And if you haven't, 
maybe we can help you there. 


ait! Don't try and force 
this disk into your floppy 
drive if you don't own a 
CD 32. It won't fit! 

Yes, it’s true, this month we've 
put a Compact Disc on the cover of 
AUI for all those hungry Amiga CD 
owners. At the end of Amiga User 
International you'll find an Amiga CD! 
supplement which will keep yourtrigger 
fingeronthe pulse of what's happening 
in the Amiga CD world. To get started 
before then, turn on your Amiga CD 32 
(or go and buy one first for those of you 
lacking or see the box below on how 
you can get one for nothing) and plonk 
this little bit of funky plastic/metal 
combination into the machine. 

Incredibly there is nearly 600 
Megabytes of data for your delectation 
(that's the equivalent of 700 diskettes, 
which we simply couldn't fit on the 
cover for everyone). There are free 
games, playable demos, pictures, 
graphics and even a personal appear- 
ance from Amiga CD's editor, Ashley 
Cotter-Cairns who was prepared to 
make himself a video star just for you! 

After the initial trailer video, 
where Commodore's new baby proves 





The main options screen is easier to use than 
anything we can think of! 


itself too much even for any old android, 
the main menu screen appears. There 
are six areas to explore - Editorial, 
Free Games, Picture Show, Demo 
Games, Sounds Good and the Credits. 
Do try the Editorial first, if only to be 
dazzled by the editorial taste in Tahitian 
shirts. 

First, though, a few very basic 
tips for complete beginnersto interactive 
multimedia on how to find your way 
around the hundreds of megabytes 
worth of sound, images and games 
contained on the Amiga CD. 

The main menu screen and 
other guide screens show several lab- 
elled buttons; you can move from 


button to button with the joypad and 
go to the relevant area by pushing the 
red button on the controller. Some 
areas open with a short introductory 
voice-over, but youcan skip this, after 
you've heard it once you may Want tO. 
by pressing the blue button. Other- 
wise, the blue button will return you to 
the previous guide screen. If you do 
get stuck or need instructions, then 
press the green button. Simple. One 
note - to get back to the main menu 
after playing any of the games you 
have to push the reset button. That's 
the way the beast works but maybe 
we'll figure a way round that in future 
discs. 

Anyone with a Full-Motion Video 
(FMV) cartridge should bear in mind 
that these do take up some of the 
memory in the CD32 and may slightly 
slow down the loading of the Amiga 
CD! disc; if this is a problem, you can 
just take the FMV out. We haven't 
put any FMV stuff on the disc, though 
in future discs of Amiga CD! you may 
be sure that you'll get some full screen 
full motion mind-boggling video for 
your amazed delectation. Get ready 
for future joys. 


On with the Show... 


Pinball 


Fantasies 

Drool, drool, drool, etc... 

We love it. Somehow, don't ask how, 
there's the full Partyland table here for 
you to play. This five minute demo has 
nothing left out and you will love it too, 
unless either your hands or head have 
been removed. The instructions are 
included on the disk, but they are 
simple anyway. 

The red button will shoot the 
ball and the flippers are governed by 
the direction control for the left one 
and the blue button for the right. 
Bonuses abound. Shoot the ball just 
about anywhere to get extra points, 
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although the best place is around the 


loops. 
If you ever get bored with this 


(for some bizarre reason), then how 
about trying the next game on the list 


- or rather at the top of the following 
page - D/Generation. 








Cover CD No.1 


D/Generation 8 § Microcosm 


Don't degenerate into a gibbering fool just because our Amiga CD is so good. 
The company's overrun! Escape! Run away! No, you decide to land and lend a 
hand. There's a full review of D/Generation in Amiga CD! 

The controls are pretty obvious, walking in the direction you choose and 
the red button firing if you find a nasty (and you've picked up the laser). Should 
you want converse, then the blue button allows you to talk to people. 

Good luck. The world is in your hands. 


As good as some sci-fi films. The future is on Amiga CD's disk. 


Probably the most talked about 
game for this machine, Microcosm 
will astound you from the second it 
loads. This is the most up-to-date 
version we can get hold of and will 
stun you. 

The intro makes a damn fine 
sci-fi film by itself and is a good in- 
dication of the joys to come. After 
you've seen the intro for the first time, 
load it again and watch it all over! 


Then, the game can be ex- 
perienced. Fly along the tunnels of the 
body with your finger hovering over 
the red fire button. Kill off 

those bacteria-like baddies. As 
with D/Generation, there’s a detailed 
piece about Microcosm in the mag. 

(NB. After playing Microcosm, 
the machine will need switching off for 
thirty seconds to clear the memory - a 
reset may not suffice.) 


Whale’s 
Voyage 
After all that action, sit back and relax as 
this demo takes you through some of the 
features and people you can expect to 
encounter in this mauch-awaited game. 
Simply start the CD and calm 
down as your CD whisks you off to 
another world. 


FREE GAMES 


You want more? OK, we've done it 
again. (Aren’t these CDs ace?) There 
are five free games for you to play, with 
something for everyone. 


Fighting 
Warriors 
Aremarkable game of the Streetfighter 
ilk. Play against the machine or a 
friend. The controls move and help you 
jump. Construct kicks and punches 

together with the red fire button. 


Wise man say, dead good game. 


Fruit Panic 


Use the direction controlto move around 
the platforms and collect the fruit, but 
beware the ghosts who haunt your 
every move. To go upalevel, jump onto 
one ofthe trampolines on either side of 
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the screen. When you're in mid-air you 
are invulnerable to the ghosts, so use 
this if you get in a tight spot. 


Croak 


Ribbit! A Frogger clone for all the fans 
out there. Move around and dodge the 
cars and lorries, jump on the logs and 
make itto the other side. Safely landed, 
another frog will require the same help 
until you've filled up all the safe houses. 
Amphibian fun for everyone! 


Velcro Grab 


Guide the tank along and jump any 
obstacles. Blast anything in your way 
and see how long you can survive. 
The music is pretty groovy too! 


Insectoids 


Typical! Alien scum require removal 
and you've got the job. Dodge left and 
right to avoid their dive bombing 
techniques and blast them out of the 
Sky. If you shootthe flying saucer then 
there's a chance to collect a power up. 
As ever, the red button will help you to 
blowthem away. It's a Galaxians clone 
really. If you don't know what this is, 
then you'll make us feel old, so we'll 
pretend that's not a possibility. Just 
shoot the bad guys. 


Showing off the CD32's CD-quality 
16-bit stereo sound, three specially 
composed musical themes: 'Spain', 
‘Drum House’ and ‘Hunting’ in varying 
styles from romantic to aerobic. To 
appreciate the effect in full you can 
connect the CD32’s audio output to 
any hifi’s CD-input socket, sit back and 
float on the sound of ‘Spain’ or do step- 
exercises in your bedroom to ‘Drum 
House’. Thereis also an accompanying 
moody slideshow to relax or stimulate 
you appropriately while the music plays. 


Credits 


A few details about who was 
behind the unique Amiga CD! 
cover CD and what they used 
to put it together. Most of it 
was done using Optonica’s 
Interplay authoring package 
and included here are demos 
of some of Optonica’s inter- 
active multimedia CD32 titles 
as well as a brief demo of the 
Interplay package itself. 












Red: 
Blue: 
Green: Help 

Cursor: Highlight Option 


Selection/Pause Picture 
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Button Controls 


Cancel Selection/Return to Main Menu 


Picture definition from the CD is 24-bit 
better-than-TV quality with millions of 
scintillating colours. This is a gallery of 
over thirty Amiga-generated pictures 
based around themes like Space, 
Photography and 3-D to demonstrate 
CD32 graphics. Includes photos of 
Bondi beach, the Star Trek New Gen- 
eration crew and a disembodied gold 
face as well as some more abstract 
creations, with some helpful voice- 
over comments. The red button works 
as a ‘pause’ to hold a picture on the 
screen indefinitely. 

If you love dinosaurs there is 
plenty to please you here. 


If at any tine your dise hangs, crashes or fails (o wort in any wey, open the lid of (fic CD32 
and clieck the diee for dust and ensure that ft fe correctly and firmly TOS TOIT Then restart 
wtifiovt using tie Reset billar. 


Swap & W 


(Only Applies in the UK) Yes, sixteen programs packed onto 
Okay, so you are drooling over — Shame! E : 
the hottest bit of technodream Butfear not, SuperDisk 34 is 
stuff you ever held in your eager yours too if you wantit. All you have 
palms. Yes, you have a CD- a to do is go down to the nearest 
multimedia CD and you can slip Comet store and there are over 300 
it into your Amiga CD 32 and nationwide and take your Amiga 
zoom off to Cloud Nine. Don't CD! Magazine disc into it. There, 
bother to read on. Comet's ever charming assistants 
will give you a free, personal 
demonstration of what's on the disc 
and what the Amiga CD 32 can do. 
And they will give you, in return for 
your CD, a genuine AUI SuperDisk 
No.34. 

Now do you wanta free, per- 
sonal demonstration of the latest, 
and some say greatest, piece of tech- 
nology ever produced for the Amiga 
world? Oh yes you do. 

Because there two Amiga 
CD! Magazine discs which are not 
quite like the others. On them, you 
will see Ashley Cotter-Cairns, the 
Amiga CD! magazine’s madly- 
shirted editor, but the voice over 
that introduces him is missing. Up 

he will come bawling of the 
‘wonders of Commodore’s 

‘atest baby, but no-one 

will tell you who he 

is, Onall the Amiga 

D1 No.1 discs 

‘hat are NOT 

vinnersa voice 
yer will tell 
'ou that the 
1an with the 





















Or maybe you 


don't. 


Maybe like most Amiga users you 
don't have an Amiga CD 32 yet. 
So what are you going to do with 
your CD? Well, AUI has for years 
been giving you a SuperDisk full 
ofthe cream ofthe Amiga utilities. 
And there is one this month too. 
Superdisk 34. And where is it? 
We hear youcry. You gota CDon 
the cover of AUI, didn't you? And 
you got Superdisk 33, the superb 
Superbase Personal full pro- 
gram. But no SuperDisk 34 which 
has, as you will see from the in- 


Cairns, Editor of Amiga CD! No 
Editor's name and you are onto a 
winner. (We shouldall be so lucky!) 

Also on the winning discs, 
the normally highly playable demo 
of the wondrous Microcosm is 
not allowed to run - or rather you 
can’t play the demo game so you 
see the intro to Microcosm only. 

There is one other iden- 
tifying difference which we are 
keeping a secret. But if you have 
the first two indicators confirmed 
by the Comet store's manager, you 
canclaim notjustan AU/SuperDisk 
No.34 in exchange for your CD but 
also an Amiga CD 32 console as a 
prize. And once we have confirmed 
the secret difference, a spanking 
new Amiga CD 32 will be winging 
its way to you. 

So if you don’t have an 
Amiga CD 32, make sure you go 
along to your local Comet store 
and see if you have the magic disc 
that lets you win one. The worst 
that can happen is you will get a 
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Swap — rorsttastein Tree AUI SuperDisk No 34 worth 
This Disk! first! hirtsin com- around £15. you couldn't get a 
v outerdom is better offer than that. You've got 


ashley Cotter- — nothing to lose, have you? AUT 











5 Full Games, 4 Great Game Demos, 
3 Fully Playable including the amazing 
Microcosm 


plus 
MUSIC, GRAPHICS, VIDEO and more! 
COMPACT 
nem 




















